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INTISARI

Perkembangan teknologi secara langsung akan mempengaruhi
perkembangan game. Rasa bosan seseorang akan mempengaruhi seseorang untuk
memainkan game. Ada beberapa macam game sampai saat ini yang sering
dimainkan orang, seperti puzzle, adventure, sport, dan lain-lain.

Metode permainan TOWER OF DEATH tergolong sederhana, namun
akan membutuhkan skill yang hebat. Game TOWER OF DEATH tentunya player
akan bermain di dalam suatu menara. Yang harus di lakukan player adalah
melewati setiap hadangan dengan cara menghancurkan atau hanya melewati saja.
Player harus mengumpulkan poin untuk menjadi pemuncak nilai tertinggi. Poin
didapat dari menghancurkan musuh yang menghadang. Kabar baiknya adalah
game ini sangat bermanfaat bagi anda untuk melatih konsentrasi. Inilah gambaran
permainan game TOWER OF DEATH.

Game TOWER OF DEATH dirancang menggunakan software Game
Maker, software ini menggunakan bahasa Game Maker Language (GML).

Kata Kunci: Game, Game untuk melatih konsentrasi, Game TOWER OF
DEATH.
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ABSTRACT

The growth of technology will directly affect the development of the game.
Boredom someone would predispose a person to play the game. There are several
games to date is often played people, such as puzzle, adventure, sports, and
others.

Methods game TOWER OF DEATH quite simple, but will require great
skill. Game TOWER OF DEATH surely player will play in a tower. That should
be done is passing by way of destroying any obstacles or just past it. Player must
collect points to become highest score. Points gained from destroying enemies
facing. The good news is the game is very useful for you to train your
concentration: That is a game play TOWER OF DEATH.

TOWER OF DEATH designed games using Game Maker software, the
software uses the Game Maker Language (GML).

Keywords: Game, Game to train concentration, Game TOWER OF DEATH.
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